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The Immortal” 
This game is licensed by 
Nintendo* for play on the 





This official seal is your assurance 
that Nintendo" has reviewed 
this product and that it has 
met our standards for excel- 
lence in workmanship, re- 
liability and entertainment. 
value. Always look for this. 
seal when buying games and 
accessories to ensure complete 
compatibility with your Nintendo 
Entertainment System. 






Nintendoand Nintendo Entertainment System are registered 
trademarks of Nintendo of America Inc. 


CARE OF YOUR GAME 


+ Always turn the power off before inserting or removing 
the game cartridge. 

Do not touch the terminal connectors or get them wet, 

Protect your cart from extreme temperature conditions 
Do not hit, drop, or take your game cartridge apart, 

Do not clean the game cartridge wi 

benzene, or other solvents. 
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he morning sun heats the jagged peaks as you 

follow the forgotten road down to the valley 

floor. The bleached ruins of great columned 

temples and towering citadels rise from the 

grassy plain like the bones of some colossal 

beast. Surely this was the ancient city of 
Erinoch, destroyed by dragon's fire over 1000 years ago. 
Mordamir spoke often of this city 


Mordamir! Your 
teacher in the 
arts of 

wizardry! 

Surely he 
visited the 
fabled 
Labyrinth of 





beneath the ruins 
of Erinoch! Perhaps 
this is where you will 
once again come face to 
face with your long lost 


| 
| 





ow to Begin Your Quest 


1. Make sure the power switch is OFF 
| 2. Insert your IMMORTAL cartrid; 
scribed in your NES control d 





into your NES as de- 

k manual. 

4. Tum the power switch ON. The title screen will appear 
and then you can watch a demo of THE IMMORTAL. 
When you're ready to play, press button A or B. 


To start the first 
level, press button 
A or B when the. 
box is over end. 





Starting Where You Left Off 
There are many levels in the dungeon. Every time you com- 
plete a level, you'll get a string of numbers and letters called 


a certificate. You can enter a certificate to start where you 
left off. See page 8, Restarting a Level. 


REMEMBER! Always Write Down Your Certificates 











r Controller 











pecial 








o Wuanfs Pach Restart a Leve 





In the Wizard's Pack 





| Combat 





The Ac iediately 





Vitality 
Vitality measures that 

special spark that keeps 
you healthy and strong. 
You lose Vitality when. 


ever monsters or bats 
inflict damage on you 
When your vitality runs 
out, the wizard dies. 





You Have Three Lives To Get Through Fach Level 
In each level of the dungeon, you have three lives to 
complete the level. If the wizard dies three times, you have 
to start over at the beginning of the level. 
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Casting Fireballs 


The labyrinth is a home for vicious 
vampire bats. The bats will suck 
Vitality from you if you're not 
careful! You can protect yourself by 
casting fireballs at the bats. To cast a 
fireball, press button A or B. 





Cast fireballs 
Fireballs only affect flying creatures. at bats! 





ooking Through Your Wi 


You always have a Wizard's Pack to carry important items. 
To look at the items in your Wizard's Pack, press SELECT 


You can see up to three items 
ata time — but you may have 
more than three items in your 
pack, To see any other items 

in your Wizard's Pack, hold 

down control pad UP to select 
more and press button A or B. 


When you're done looking, 
press button A or B to go back to the action. 














Pick Up Every Item You Come Across! 
There are no "bad" items in THE IMMORTAL. Some 

items can harm you, but only you use them at 
the wrong time or in the wrong Place. Always search 
rooms thoroughly and don't leave any items behind! 





1 Нет From Your Wizard's 


To use an item, press SELECT 
Hold down a direction on the 

control pad to move the box 

to an item, then press button 

A or B. Most items can only be 

used once and then they're 

gone — so be careful where 


you use them! 











IMPORTANT! Don't Drop Items You'lt'Need Later! 
"Sometimes you лее to set certain items down Ìn order 
to use them — for example, you may we certain GEMS 
by setting them on the ground. But watch out! If you 
set an item down in the wrong place, make sure you 
pick it back up before you leave or you won't find it in 
Your Wizard's Pack! 














Pausing the Game 


If you need to pause the game, press SELECT to bring up 
your Wizard's Pack. When you're ready to go back to the 
action, press button А or B. REMEMBER! You can't pause 
during combat! 


Beware of Pit Traps! 


You may be surprised when the floor unexpectedly van- 
ishes beneath your feet and you're left hanging above rows 
of iron spikes! Fortunately, there's always a chance of 

getting out. To swing out of a pit trap, press button A or B. 
quickly and at a constant pace. DON'T BE ERRATIC when 








you're pressing the button or you'll fall to your doom! 
If you fall in, swing ou 


To get up ог down a ladder, just move 
the wizard up to it — he'll automati: 
cally climb or descend. Be careful 

g down ladders — move the 

'd only to the side of the open 
ing with the ladder on it or he'll fall. 


Sleep on the Straw 


les of straw provide comfortable, SAFE 
places to rest. To sleep, move onto the straw 
nd just stand there. After a moment, you'll 
lie down and go to sleep. PAY CLOSE ATTEN 
TION TO YOUR DREAMS! 











Approach open- 
ings from this side. 











Completing a Level of the Labyrinth 


Whenever you complete a level, you get a certificate. 
WRITE DOWN YOUR CERTIFICATES AND KEEP THEM IN 
A SAFE PLACE. If you quit playing THE IMMORTAL, you'll 
need the certificate later so you can start on the level in 
which you left off 





Press button A or B to begin the 
next level 


OR quit and start the next level 
some other time using the certifi- 
cate! 





Only Useful Items Go with You to the Next Level 
eer sam ор ae Before 
you descend to the next level, the magic of the laby- 
rinth will remove any items you don't need from your. 
Wizard's Pack. 


Select NO if you Select YES to 
change your mi art a level 
and want to 

continue where 

you left off. 














To restart a level, press START 
If you select YES, you can restart the level you're currently оп 
ог you can go to any other level you have a certificate for. 








Restarting the Level You're 
Currently On 

To restart the level you're currently 
оп, press button A or B when the box 
is over end. 


Restarting Another Level 

To restart a different level from the 

опе you're currently on, you have to 

enter your certificate for that level 

Use the control pad to move the box 

to a number or letter, then press 

button A or B to select it. Select del if you made a mistake 
and need to delete numbers or letters. Once you've cor- 
rectly entered your certificate, move the box to end and 
press button A or B. 








ime 


When a monster attacks, you must fight until one of you 
wins. Reduce the monster's Vitality to zero or you'll lose 


a life! 

Monster's Your 
Fatigue © Vitality 
Monster's Your 
Vitality Fatigue 
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to Attack 





Press button B 


Forehand Slash 


STS Hol down cona 


EC pad RIGHT 








Press button В 





Backhand Slash 
Hold down control рад 
LEFT 





Press button В 








Уап а t 
NE opt обе do ik. Ue nts = 
Jab, backhand jab, forehand slash, etc. 








X is to lean. 


away [rom the monster's swing so you don't take damage. 


Duck Right 
Hold down control pad. 


RIGHT 











Duck Left. 








Hold down control 
pad LEFT 














Duck to Tire Out Your Opponent. 

The more your opponent swings at you, the faster he 

| gets tired arid the more his Fa ELS 

‘ducking doesn’t tire you out. A а 
your opponent's swings and let his. 

Joel he's ret before yo аке you. 





Fatigue Slows Down Your Attacks! 
As your Fatigue goes up, you slow down. It takes you longer 
to swing when you're tired...and that gives your opponent 
more chances to hit you! 


The more 
you attack 

the more your 
fatigue goes up! 





Defend Yourself to Lower Your Fatigue 


Not attacking makes 
your fatigue go 
down! 


NOW YOU'RE READY TO 
START THE GAME! 





Let Journey Through Level 1 Guide You 

On the next page you'll find the Journey Through Level 1, а step 
ty-step guide through the first level of the labyrinth. Read the 
uide to get into the game quickly, then use your wits to finish the 


adventure. 


Complete the Adventure On Your Own! 
You can certainly explore Level 1 without reading further. How- 
ever, here are some general hints that might improve your game 


* Explore every room thoroughly 
+ Pick up every object you can. Every item in the dungeon has a use. 


The Codex of the Serpent. 
In the back of this manual you'll find the Codex of the Serpent, a 


notebook left behind by your lost teacher, Mordamir. Look through 
the Codex when you need hints to help you solve a mystery. 
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ourney Through Level 1 


You've just entered the laby 
rinth. You're standing in the 
antechamber of the first level 
You see a skull, a candle, and 
some strange pits in the floor. 
The only way to know what 
these things are is to go up. 
and examine them. 





An image of Mordamir will appear 
and speak to you. Who is Dunric? 
Maybe Mordamir mentions him in 
the Codex of the Serpent (the next 
section in this manual). 
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Read Every Message You Come Across 
Messages like this give you Impor- 

tant clues that will help you solve 

the mysteries of THE IMMORTAL. 

Is important that you READ 

EVERY MESSAGE that appears 





What Are These Strange Squares, Anyway? 
Much of the fun of THE IMMORTAL is 
exploring the labyrinth. If you want to 

know what happens when you use a 

certain item, go in a certain room, or 

stand in an odd place, just try it 


CEE 


To go through the door, just move up to It 
you'll automatically open the door and 
pass through. 
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Not All Doors Are Unlocked. 

This door is unlocked, but other doors in the game will 
be locked. Ifa door is locked, a message will appear 
telling you whether you have the key or not: Some- 
times you'll have to find a certain key before you tan 
open а door. x 


„А chest 





A fight in progress! 


A slain fighter 
Watch out for The flame jets are dangerous! 
fireballs! 


Ст 


A slain fighter is lying in the lower right part of the room. 
Go over and see what useful items he may have dropped. 
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Search for pos 
sessions. Hold 
down control 
pad RIGHT to 

| highlight ves, 

then press 

button A or В, 








Always Search for Items 

You can search for items just by moving the wizard to 
Ре area you want to search. If there is anything of 
interest in the drea, a message wil appear telling you 
what iti. 





Pick up. 

| DuNRCS 
RING. Hold 
down control 


pad RIGHT to 
highlight YES, 
then press 

button A or В, 


GE 


There's a scuffle going on їп the left part of the room. A 
goblin is attacking a human! Go help him. 





The goblin 
you interfer 
ing in the 
fight and will 





first combat! 
Remember How to Fight? 


To duck, hold down control pad RIGHT or 
LEFT and press button A. 





To talk to the 
warrior, just 
move up to him. 





The warrior will give 
chest 





еу you can use to open the 





Making the Text Scroll Faster 

If you want to make the text scroll fastér, Hold down, 
‘button Aor В. Byt don't do this the first time you redd 
a message! 3 


Cmm» 


Go to the chest in the middle of 
the room. The fighter gave you a 
key, so you'll have no problem 
with the lock. Open the chest and 
take all the items in it 














{Fight the Two Goblins) 


The first goblin will 
attack you immedi- 
ately. it's combat 
time again! 





The lieutenant is guarding the chest and won't attack 
unless you come too close. You need the items in the chest, 
so approach the lieutenant and get him to attack. 


(Scarch the Lieutenant 3 





You'll find a note on the lieutenant’s body warning you 
about shades. 





" m 
ma 
A 
Read the note Search the body Take the му 
22 
= H 
Open the chest. Take the 
50 gold pieces 





Pick up the BOTTLE and the 
CHARM SCROLL before you leave i 
the room. 





There's a safe path 
through part of this room. 
The last stretch will take 
some artful dodging! 
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There Are Pit Traps in This Room! 


Move along the upper wall 
and then down the left 
side to get to the other 
door. 





Remember How to Get Out of a Pit Trap? 

Yau need to react quickly when you fall in a pit цар... 
"The trick is to swing out before your staff breaks. As 
обл as you fall in, press button A or B quickly but at a 
constant pace. Р: © 


Pit Traps and Shades in the Next Room! 


The pit traps are the least of your problems in this dark 
room, There аге invisible shades that prey on wizards, 
What you need now is some light so you can see the 
shades, 








24 
Use a FIREBALL to Light the Torch 


Move until you're 
up against the 
upper wall, Now 
shoot a fireball to 
light the torch. 


Now you can see the shadows of the shades, 
Stay clear of the shades! They're deadly! 


Pick Up the AMULET 


Оп the left side of the room is an AMU 
LET. Pick it up and then make your 
escape through the lower door. Re- 
member, there are pit traps! 


Hold the AMULET Up to the Light 





In the right side of the room a small beam of sunlight is 
peaking through a thin crack in the dungeon wall, Once 
every 1000 years, the beam of light falls on the jewel set in 
the stone floor, which opens a trap door that leads to the 
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lower levels. Right now, you'd have to wait 777 years for 


the light to activate the trap door. 


Fortunately, you have something to reflect the light onto 
the jewel so that the door will open! 


X 


Move the wizard to Press SELECT to bring Select VES 
the beam of light Up your inven 
‘elect amulet 


cum 


Reading the runes is NOT a good idea. 
You'll find out why later. 


CIT 


Now climb down the ladder, Get ready! 
There's one more goblin you have to. 
fight before you're done with Level 1! 
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You're on your own now. MORDAMIR AWAITS YOU! 







and search for valuables. Open the chest 


‘arrow rap 





Light the torch with а Ве Pict 
et up tothe 











The Codex i 
of the — 
Serpent — 

р 


ļa yn 4. К. 
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Dunric — my faithful student in 
"the art of wizardry — willbe the 
first to соте looking for me. 

He's often accompanied by Erek, M 
a fighter. 






Ulindor, my servant and. 
bodyguard, 
* 





name of Оті, Their 7. 
y, tna е Gresh the lise У 
The goblins are curs 
rently at war with a 4 
more hostile and powerful tribe © 
of creatures known as trolls, Both © | 
sides desperately seek control over the upper levels of = | 
таарна тте DE 
of them that wizards make better friends than foes.. 











A safe path past the arrows. | got this far before | set 
off the trap, 





Danger! Pit traps ^ 


In the dark room t 
invisible to the eye. Oni 






we are deadly creatures, 
ly their shadows сай be seen in the 
ch lit andwatch their movements 

carefully. They move 








There are p 











Riddle of the Sun - 4 


Deep in immortal Dragon's Lair 
Once in one Millenium 
The Portal opens to the Stair 

|. When a single Gem greets the Sun у 


[Р Mechaniom tripped every thousand years pret | 


[РЁ something shiny, 
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Абы to daya of iter combat, Абел, ЕИ, 
Lord escapec rough Hle veli ran a 
fatal poison, drawn from the keen edge of the. 
Shadowlord's blade. Arnar fled over the high e 
mountains to the ruined city of Erinach, where he | 
entered the Labyrinth in search of the fabled Water, № 
sald by many to heal even the deepest Would 

















"Deep in the chilly caverns of the forgotten Labys 
'arched desperately foe thé. 





rinth the Elven Lord 
Fountain, slaying the evil minione that 
dwell n that dark place with Sone 
duly à sword of great might 
Бодра the second day, fll 
slime creatures caught 
Arinar off guard and 
stripped the flesh from 
his body. Tothis day W 
his bones and 
J rd lay 
there | 
stil.” 

















A 
4 





$ 














E 
Y 
Legende. в 
have told of ` 
Wayfarers being a К 
attacked by МО т # 
The Море. | reckoned such lp 
stories were the products of Me ў 4 
Chiich imaginations, but row | have Been these hateful 
Creatures with my very eyes. know Itl of their 1 
nature.. Are they mtellaent? Perhaps they.are disem- № 
М seded spirits ofsome sort or maybe creatures Of the _ ¥ 
J elements. in any case, they are extremely dangerous К 
M they despise the living and eagerly attack: flesh, E 
| Maybe t can devise a spel ко bring them under my Р 
control. | 
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e i 
| Spores. The goblins sometimes use themas a kind af Si 
она eee eee 
mushrooms that grow to waist height in a matter of 
seconds, The full grown mushrooms immediately fre 
more spores in a radius of 30 feet. The spores,iit must © | 
be added, are deadly to тте, 
goblin, and trols. The goblins typis 
cally carry them in sacks to\protgct 
themseves. 









А - 
Can ve recogni 1 
by their өйгө! 
sickening smel. 
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1 
| 













Б * 
а 
AA | 


towers stretched toward 
the heavens ard the Halls 
of Wizardry protected the 
knowledge of the 

spheres, the city of ЖШ 
Erinoch had need of M ү 4 





iocksmithā. The most 
cunning locksmith, | 
recall, was a dwart by 
‘the name of Lindh. His 
locks never involved 
"anything as boring as a 
simple lock and key. Linde mechanisms required thee =, | 
unusual — finely crafted дете, beams of light, pacea, 

around an object. “ 


Lindl prospered while serving the wizards of Erinoch, BUP 
when the dragon came over 1000 years ago, his house 
was destroyed and his family perished in the flames. 
| Lindliwent quite mad after seeing the beast devastate 
jj hie dreame, and he cursed the wizards who unleashed 
V the dragon's wrath. He vowed to seal off the labyrinth 
forever so that men would na longer seek the Water.» 





38 












The magic dust 

вап be thrown to 
make an 
Irritable old 


№, 





The gems must Ве dr 






King of 














Trolls. The Shindrak, as they call jd 
‘themselves, rule much of the lower 
level. For the most part, they 
are stupid and quick-tem- 
pered — something to 
take advantage of. 
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A troll wil throw his ritual knife 
опу when he wants го 
lenge another troll to combat, 
It would be good to thr 
the tual knife in а 


\ trolls. А 


Proteus, a god of 
the sea, was а 
master shape- 
changer who 
could travel dis- 
guised as fire and 

wild boars. This ring was forged by Proteus when the 
earth was young. It allows the wearer to taion the 
form of a goblin. Bewarel The wearer must keep his 
distance from others or the ilusion will be dispelled — 
and some are too wise to believe Ite charmsl 





аз 





p room with two | 





a 


4 





X 








wx 





bomb. Ore whiff 
Y these devices shd e 
trolls are paralyzed" 














1 E 
RC pie” 
NE * 

4 
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me ringe are never worn on the body 
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Many mice butfewer men can ке ке поеди 
the wall. A merchant might sell you the means, 
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Sandcastle Biography 


After writing Music Consturction Set", Will. 
Harvey founded Sandcastle, which has produced 

«golf game, Zany Golf", and now 
The Immortal”. Will is working toward writing 
the first m. "Irs more like a ride at 
Disneyland,” he explains cryptically. Will is a 
Ph.D. student in Artificial Intelligence at Stanford 
Universit 











tan Gooding. a native of Jamaica, studied 
character animation at Cal Arts. Last year, he 

collaborated with Will on Zany Golf. lan's 

unparalleled attention to detail is obvious in such 

stunning animation as Zany Golfs bouncing. 4 
hamburger and The Immortals ravenous worm. 7 
lan is now working on animated films at Disney 


Michael Marcantei vas trained at Cal Asin 
Бара Aer his school ens Michal applied 
Жа шен to projects ranging om sign pte ng 
тойт making One year ago, he joined Sand 
ase to work his magic on The immortals 
BÉ inc: Michael is now in Brazi visiting (denas 
Í fnd studying the ocal color. 








Brett G. Durrett has been programming comput- 
ers since high school. He quickly got involved in 
designing and programming computer games. 
Brett joined Sandcastle to do versions of The 
Immortal and Zany Golf. Brett spends most of his. 
free time buying small rodents and complaining 
about his hair. 
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Copyrights 


Software ©1990 Will Harvey. 
Package Design ©1990 Electronic Arts. 





All rights reserved. 
Licensed by Nintendo of America Inc. 
The Immortal” is a trademark of Electronic Arts. 


Music Construction Set" and Zany Golf" are trademarks of 
Electronic Arts. 


COMPLIANCE WITH ЕСС REGULATIONS 


‘This equipment generates and uses radio frequency energy 
not installed and used properly, that is, in strict accordance with 
themanufacturer'sinstructions, may cause interference to radio 
and television reception. It has been type tested па found to 
comply with the limits for a Class В computing device in accor- 
dance with the specifications in Subpart of Part 15 of FCC Rules, 
which are designed to provide reasonable protection against such 
interference in a residential installation. However, there is no 
guarantee that interference will not occur in a particular installa- 
tion. If this equipment does cause interference to radio or televi- 
sion reception, which can be determined by turning the equip- 
‘ment off and on, the user is encouraged to try to correct the 
interference by one or more of the following measures: 











Reorient the receiving antenna 
Relocate the NES with respect to the receiver 
Move the NES away from the receiver 

Plug the NES into a different outlet so that computer and 
receiver are on different circuits, 








necessary, the user should consult the dealer oran experienced 
radio/television technician for additional suggestions. The user 
may find the following booklet prepared by the Federal Commu- 
nications Commission helpful: 

How to Identify and Resolve Radio — TV Interference Problem. 

This booklet is available from the U.S. Government Printing 
Office, Washington, D.C. 20402, 

Stock No. 004-000-00345-4. 





ELECTRONIC ARTS LIMITED WARRANTY 
Hectronie Arts warrants to the original purchaser of this Electronic Arts 
software product that the medium on which this computer program 
Istecorded is free from defects in materials and workmanship for a period 
ї ninety (90) daysfrom the date of purchase. his Electronic Artvsoftware. 
opram is sold "as is." without express or implied warranty of any 
kind, and Electronic Arts is not liable for any losses or damages of any 
kind resulting from use of this program. Electronic Arts agrees for a 
period of ninety (90) days to either repair or replace, at its option, free 
il charge, any Electronic Arts software product, postage paid, with proof 
‘of purchase, at the Electronic Ārts Warranty Department. 
This warranty is not applicable to normal wear and tear. This warranty 
shall not be applicable and shall be void И the defect in the Electronic 
Arts software product has arisen through abuse, unreasonable use, mis- 
treatment or neglect. THIS WARRANTY IS IN LIEU OF ALL OTHER WAR. 
RANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE 
SHALL BE BINDING ON OR OBUGATE ELECTRONIC АКТУ. ANY IMPLIED 
WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING 
WARRANTIES. OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR 
PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED 
ABOVE IN NO EVENT WILL ELECTRONIC ARTS BE LIABLE FOR ANY SPECIAL, 
INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSES. 
SION, USE GR MALFUNCTION OF THIS ELECTRONIC ARTS SOFTWARE 
MODUCT 























‘Some states do not allow limitations asto how long an implied warranty 
lasts and/or exclusions or limitations of incidental or consequential 
damages so the above limitations and/or exclusions of liability may not 
apply to you. This warranty gives vou specific rights, and you may also 
have other rights which vary from state to state. 





Electronic Arts 
РО. Box 757% 
San Mateo, CA 94403-757%. 


If you need to talk to someone about The Immortal, call us at (415) 
574-0316 Monday through Friday between 8:30am and 4:30 pm, Pacific 
Time. 
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А WARNING: DO NOT USE WITH FRONT 
OR REAR PROJECTION TV A 


Do not use а front or rear projection television with your 
Nintendo Entertainment System" ("NES") and NES games. 
Your projection television screen may be permanently 

damaged it video games with stationary scenes or patterns. 
эге played on your projection television. Similar damage тау 
‘occur if you place a video game on hold or pause. И you use 
your projection television with NES games, Nintendo will not 
be liable for any damage. This situation is not caused by а 
defect in the NES or NES games; other fixed or repetitive. 
Images may cause similar damage to a projection television. 
Please contact your TV manufacturer for further information. 
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ELECTRONIC ARTS? 


Р.О. BOX 7578, San Mateo, CA 94403-7578 


Preted in Japan 





